| saw a post over on r/AskGameMasiers with this general idea and decided | wanted to flesh it 
out a bit and bring it over here for further development and refinement. The goal of this altered 
mechanic is to make combat feel more like all the participants are interacting simultaneously in 
leach of the 6 second increments. Where a cleric healing a warrior who hasn't taken damage is 
naturally demonstrated in mechanical terms to be illogical. 


What we're looking to create: 


A mechanic that emphasizes the actions of each 6 second increment to be 
simultaneous. 

A streamlined form of combat that lessens the jarring change from regular roleplay 
Naturally promotes quick decisions that doesn't reward meta gaming. 


The initial proposal: Implementing the system of full and half actions we would have each 
participant declare which they're taking. Individuals performing half actions (movement/action, 
bonus action, reaction) would go first. Individuals performing full actions (regular selection of 


urn actions) would go next. Instead of dealing damage right away damage would be dealt at the 
end of each section. For effects akin to cleave and temp hp dealing damage to the target that 
dies would be enough to warrant the reward. So, if the warlock and warrior both deal damage to a 
creature that dies the warlock would gain his temp hp and the warrior would be allowed an 
additional attack on the following turn. 


An example: Jeff, Mary, Bill and George get into a fight with 4 goblins. Jeff and Mary are ranged 
and decide to take half actions along with 2 of the goblins that wield cross bows while Bill, 
George, and the remaining 2 goblins take full actions. Jeff, Mary, Goblin 1, and Goblin 2 make 
heir attack rolls and saving throws (depending on what they do) and at the end of the phase 
damage is rolled. Bill, George, Goblin 3, and Goblin 4 all move, roll attacks, etc. and then resolve 
damage simultaneously. 


Pitfalls: This pretty directly punishes dexterity as a stat and eliminates the feat that allows you to 
go first both of which need to be addressed. 


ded armour as a 


way of reducing damage, so let’s go with that. I’ll divide firearm damage into ‘small’ 


‘medium’ and ‘large’ and make armours differently resistant to each. Melee damage is 


unaffected by the resistance (but still has to beat AC as normal). 


DR (calibre) Stealth 
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Grenade rounds 


(obviously), so it makes sense to 


have large gulfs in the cost or availability of different types. 


Guns and Grenades 


‘To match the armour, here are my suggested stats for guns, of different types and 


calibres. Again, I’m not certain about the actual values, they may need to be tweaked. 


A fairly good spread of weapons. I’m sure there could be more! 
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Hopefully most of it is self-explanatory. The range functions just as for other ranged 
weapons — you can use it up to its first range normally and up to its second with 


disadvantage. 


Several Weapons allow you to make more attacks, but with disadvantage. My feeling is 
not to allow this at long ranges, i.e. you don’t take double disadvantage (because there’s 


no such thing) you just miss. 


Special Rules 


Taser: on a hit, target must make a DC15 Con save, or be stunned for 1d4 rounds. 


Shotgun: due to the spread of the shot, a shotgun doesn’t suffer from disadvantage at 


long range (>30ft). Instead the shot is just downgraded to small calibre. 


Machine Gun: this heavy, cumbersome weapon requires an action to setup before it can 


be used. Once setup it cannot be moved, and requires another action to breakdown. 


Grenade Launcher: fires any of the explosive weapons. A player may use their bonus 


action to change ammunition types. 


Explosive Weapons: may be thrown or launched. Do not roll to hit target creature, 
instead roll to hit target ‘square’. Any square in range is AC10. A miss scatters the 
grenade 1d4 squares (direction random or DM’s decision). May ‘bounce’ of surfaces (to 


get around corners, past line of sight, etc), +2AC for each bounce. 


This all assumes you’re using a 5ft square grid. If not change square to hexes, or just 


‘Sft area’. 


Flash Bang: as for taser, but to all creatures within 15ft sphere. 


How Do I Shot Gun? 


So P’ve had to introduce a few new mechanics in terms of damage resistance and 
calibre, but hopefully that doesn’t increase the complexity of the game too much. There 


are a few more points to clarify: 


Old weapons: pretty much use the normal d&d weapons on top of the these guns. 
Probably phase out a few (unless a player really wants to use one). When was the 


last time anyone used a trident? 


Proficiencies: any class with simple weapons will also get handguns, martial will 
also get ‘proper’ guns. Big guns are going to be reserved for special cases, e.g. 
certain fighter archetypes may get proficiency with 1-2 big guns. 

Reload: you may use a gun until you’ve fired all the bullets in a clip, then it takes 
an action to reload. If you have multiple attacks you may use one attack to reload 
instead. Again I might introduce feats or features that allow the use of bonus 
actions instead (a rogue’s fast hands for example). 

Burst fire: several weapons can fire multiple times for one action, each shot is 
resolved as a separate attack roll. 

To hit: guns use Dex for attack rolls, and you add your Dex modifier to the 
damage as normal. However, I might introduce a few body/gun modifications so 
that not everyone needs a high Dex. 


Something along the lines of a targeting system, so that your attack roll is simply 


2+proficiency bonus or whatever. 


Strength: all guns have a minimum strength requirement. This is just to stop a 
wizard taking a level dip of fighter, and then murdering everyone with an assault 
rifle. Again, there might be ways around this, such by buying a shiny new pair of 
robot arms, or a reinforced spine. 

Sneak attack: as damage resistance is per shot the majority of sneak attack 


damage is unaffected. This is intentional. 


e Cover: I can see it becoming a bigger deal in fights with lots of ranged weapons. 
The rules in the PHB are probably sufficient, but I would add some extras. I’d 
say a creature behind cover who attacks reduces the cover, e.g. total to 3/4, 3/4 to 
1/2, etc. A creature can attack without breaking cover (poke the weapon out 
without looking), but takes disadvantage on attack rolls. I’d also say that some 


medium or large calibre weapons may pierce cover, depending on the material. 


I think I’ve covered everything I wanted to (longest post so far!). Next time I’Il look at 


some of the classes, and if they need tweaking to fit a Shadowrun setting. 


